WATERWORLD: QUEST FOR THE MARINER 
l. Chapter I: The Smoker Buoy 


A. Home 
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B. Backstory 
It is the future. 
The Polar Ice Caps have melted, 
changing the face of our planet forever. 
All that is left, is WaterWorld 


It has been many moons since you last heard from the Mariner, and 
his all-important mission -- to bring the last of the Atollers back to 
Dryland -- is in serious jeopardy. We are too few to survive, the colony 
must have more people. 


All in the camp agree, the Mariner was the perfect volunteer. While to 
us Dryland is an absolute paradise, to the Mariner the ground is void 
of motion and the deep Ocean waters that is his home. 


Resourcefull and equipped with the mutant ability to breath 
underwater, the mysterious Mariner was... is probably the only person 
that can avoid capture by the dreaded bandits known as Smokers and 
get the Atollers back alive. 
Now, its up to you. 
Find the Mariner. You are our last hope. 
Begin Your Quest 


C. Story (a) 
Although you have been chosen, you are not alone in your quest. 
You have a companion... the Sage. 


Part Holy Man, part Spirit Speaker, this frail and graying man will 
help guide your way. 


You set sail carrying only a single Harpoon gun, a jar of dirt, some 
fresh water and food. 


“Head into the sun," the Sage says and you are off. 


D. Story (b) 
Only a day out and already you come across a promising find. 
A Buoy! 


No flotsam or jetsam of the high seas, the Buoy is a permanent 
habitation. 


Yet the Buoy and the Sage are all too quiet. 


E. Story (c) 
Suddenly, the wind dies down. 
And then, out of nowhere, appears a small gang of dreaded Smokers. 
You have no hope of escape. 
You are captured! 


F. 1* Decision Point: 
Your boat chained up, your life in serious danger, 
you size up the single smoker guard. 
Finally the Sage speaks, 
"Smokers recycle their prisoners, we must act now." 
However, all that lies within your reach is... 
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G. Dec 1 (wrong): Harpoon Gun 
With adrenaline rushing through your veins 
You reach the Harpoon before the guard has time to react. 


However, the sound of the struggle attracts the attention of the entire 
smoker gang. 


Outnumbered and under-armed, you fight bravely. 
Yet you are no match for the Smoker's flare gun. 


1. DEC 1 (DEATH PAGE) BURNING HULK 
Sacked and defeated 
You and the Sage are left to float into the unknown 
on the charred hulk of your lonely vessel 
Strangely, the Sage does not at all seem concerned with the situation. 
"Do not worry, we will soon be back on dry land." 
Sure enough, within a few moments, sea birds fill the air around you. 
You are back home, and able to start your quest again. 
Begin again 


H. Dec 1 (correct): Jar of Dirt 
Without a word, the smoker snatches the precious cargo from your 
grasp. 


Then, without hesitation, he signals his even bigger and meaner- 
looking Lieutenant. 


“Now what are you going to do?" 


@ Go for the Harpoon on your boat 
@ Try and wresile the brute for his Flare Gun. 


I. Dec 2 (wrong): Harpoon Gun 
No sooner do you turn around to run for your Harpoon gunwale, 


when you realize that someone... a not too friendly someone... is 
already there 


Within seconds the harpoon is sent flying through the air 
You react quickly, diving into the water 


1. DEC 2 (DEATH PAGE) DROWNING 
With one last ditch attempt a freedom 
You turn to swim away 
But to no avail. 
Yet, just as unconsciousness seems about to come 
You hear the voice of the Sage: 
"You will return. You will return." 


J. Dec 2 (correct) Flare Gun 
No sooner do you make a move toward the big man 
When your boat is picked up out of the water, Lieutenant and all. 
"Grab the flare before its too late" whispers the Sage 
Yet, the thought of escape crosses your mind. 


@ You decide to dive into the water 
@ You grab for the flare gun 


K. Dec 3 (wrong) Water 
[See Dec 2 (death page) Drowning] 


L. Dec 3 (correct) Flare Gun 
A terrific struggle ensues 
and you manage to throw the Lieutenant from the boat. 
But the Smokers are relentless 
You are left with little choice 
Leveling the flare gun toward the fuel dump 


You give the Sage a push into the water before you fire and jump 
yourself. 


M. Denoument 
With a terrific explosion 
the Buoy bursts into flames 
Swimming for your lives, your boat sunk 


You finally come up for breath in the middle of the now calm ocean 
waters. 


Calmly, and without a sign of doubt, the Sage says 
"Do not worry the Provider will provide." 


N. Conclusion 
No sooner does the last of the wreckage of the Buoy disappear, 
then you realize that you are alone. 


Fearing the worst for your companion, you notice a new dot on the 
horizon. 


It is a boat 
and somehow, unbelievably, the Sage is at the helm. 
Your Quest for the Mariner can go on. 


Il. Chapter Il: The Crow’s Nest 
lll. Chapter Ill: Back to the Atoll 


